
RACE: Orieni Imperium
CLASS: Starbase�
CATEGORY : Enormous�
YEAR IN SERVICE: 1782
TYPE: Spherical (7-hex)�
POINT VALUE: 1350

CMD RATING: 14�
CMD COST: N/A
DEF RATING: 10
ARMOR: 5/5/5
SENSOR: 10�
AVAIL: Special

Penitent Station (1782)

BASE NAME: ID:

WARNER BROS.  c  2000       PERMISSION TO PHOTOCOPY FOR PERSONAL USE IN THE GAME

NOTES:
�
Loadout 1 (1782-1998) (1650 points): �
4 Flights Templar
4 Flights Shining Light

Loadout 2 (1999-2003)(1670 points): �
4 Flights Templar
4 Flights Shining Star

H-K Control
       Level 2

NOTES:
Use a d4 to 
determine which
2ndary structure
is hit.
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PRIMARY STRUCTURE & SYSTEMS DAMAGE CHART
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PENITENT DAMAGE DIAGRAM
MINOR WEAPONS:
	 Gatling Railgun
PRIMARY WEAPONS:
	 Laser Lance
          SO-Missile Rack
          Gauss Cannon
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Class: Ballistic�
Range: 18�
Fire Control: d8/d8/d8�
Damage: by missile type�
Max Shots/Turn: 2
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Class: Laser
Range: 6/12/18/24
Fire Control: d10/d10/-
Damage: 3d10 �
Max Shots/Turn: 1
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Class: Matter
Range: 3/6/9/12
Fire Control: d10/d8/d4
Damage: 1   �
Max Shots/Turn: 2
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Class: Matter
Range: 2/4/6/8
Fire Control: d8/d10/d12�
Damage: 1 (-2) �
Max Shots/Turn: 3
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